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General Regulations

A.
  League entry fee is $25.00 and is to be paid at the August organizational meeting by the sponsor.

B.
  All previous sponsors will be notified of the August organizational meeting, the Secretary will send a flyer to notify each team captain on record of the meeting.  Any team not represented at this meeting will have its membership nullified

C.
Only the captain or a team member may represent a team and vote at any meeting.  Any team not represented at any meeting will be assessed a $5.00 fine, from their point money.

D.
  Meetings are to be arranged at the sponsoring bars in alphabetical order. ( See Appendix "C" – page 12)

E.
  Each participating teams player fee will be $25.00 per team.  The visiting team will be responsible for turning in the player fees, and the results, for both teams ($50.00 total), no change in envelope please, a check is preferable.

F.
  All fees should be paid by check.  Checks should be made payable to the "Delta Men's Pool League."

G. All match fees and their results must be dropped off at Ernies Pub, @ 1322 Ludington Street, Escanaba, by noon on Wednesday.  A fine of $10.00 will be imposed if the results are late.  This fine will double each time the same team is late.  Hand the envelope to the bar management, do not just lay the envelope on the bar.

H. League night has been designated as Tuesday night only.  Match time is 7:30 p.m.  Any player not present by 8:00 p.m (actual time) will not be allowed to play unless agreed upon by opposing team captain.  Visiting teams shall have use of the table at 7:10 p.m.

I. The league shall consist of four (4) divisions,  decided by averages.

J. Line-ups will be made by the team captains and cannot be changed once the match has started.  The highest average player will play 1st against the opposing highest average player (with the home team racking the balls first), followed by 2nd highest against 2nd highest, 3rd highest against 3rd highest, 4th highest against 4th highest and lowest against lowest.  This system will remain the same both during the regular season and throughout the tournament.  A player without an average will shoot in the 2nd position.  This system will remain the same both during the regular season and throughout the tournament.  A player without an average will shoot in the 2nd position.  PLEASE NOTE:  A player must shoot in only (1) match and have (three (3) games) to establish an average.  Once a player established an average, he will shoot in the line-up according to that average.

K. Each team will consist of five (5) players.  Each player will play three (3) games for a total of fifteen (15) games per match.  The team winning eight (8) or more games, wins the match.  League standings will be determined by matches won and team points - one point being equivalent to one game won.  In the case of teams tied with the same won/lost record as far as matches, games won (individual points) will be used to determine the league standings.  Individual points will also determine the amount of league payoff per team.

L. If each team has only four (4) players and the match ends up tied   (6-6), then the three (3) top opposing players will play one game each to break the deadlock.  PLEASE NOTE:  None of these three games will apply toward the players' averages; however, the games will be recorded for team standing purposes.

M. Teams with less than three (3) players present will forfeit all fifteen (15) games unless both team captains agree to make-up the match within one (1) week.  The forfeiting team grants their opponents fifteen (15) wins and themselves zero (0) wins.  The players on the offended team that played the previous week will each receive three (3) wins added to their average.  The forfeiting team has one (1) week to turn in their playing fees or they will be fined.

N. If a team forfeits two (2) times in one season, that team will serve a one year probation.  If while they are on probation, they forfeit one time, they will be banished from the league for the following season.

O. Each team is limited to ten (10) players, both regulars and subs.  A new player may be added to the roster at any time.  In the event a team has a full roster and wishes to add a new player, one player must be scratched from the roster and the Secretary / Treasurer notified.  A $10.00 fine will be imposed each time you for have more that ten (10) players.

P. Players may not play for more than one (1) team unless he is dropped from his original team.  If a player quits on his own accord, he must first have the consent of his original team before the league will allow him to play for another team.  Exceptions to this rule will be left to the discretion of the league Officers.

Q. To qualify to shoot in the playoffs, a sub must have shot in at least one match during the first 75% of the season.  Players transferring from one team to another must play in at least ten (10) matches with the latest team to be eligible to shoot in the tournaments.

R. Team captains will be responsible for the conduct of their team.

S. Up to six (6) names may be submitted at the beginning of each season qualifying them for the money shoot.  See Appendix “A” – page 11, for the Moneyshoot Rules.

T. To qualify for a top shooter trophy, a player must shoot in at least 75% of the total games played for the season.  Additionally, any ties for top shooter awards will be decided by most games played and, if necessary, a three (3) game shoot-off.

U. If for any reason, the high shooter in any division cannot participate in the shoot-off for the Championship ring, the second high shooter in the same division will be allowed to shoot in his place, see Appendix “D” - page 13.

V. Each member of the league championship team, not to exceed seven (7), will receive a trophy.

W. Sponsors will receive a copy of all rules and regulations and, once each week, a copy of the league standings.

X. Sponsors will be responsible for the upkeep of their tables.  Each table is to meet the following requirements: 



(1) A bridge, chalk, and powder are to be provided. 



(2) A well-lighted table (approximately 150 watt bulb).

(3) A table with a playing surface approximately 7' x 3.5'.

(4) A clean and level table.

Y. Any team that drops out of the league forfeits all prize money and fees.

Z. Any protest must be made to the Secretary / Treasurer within one week of occurrence.

AA. Any questions concerning the financial status of the league will be handled by the Board of Directors and the League Officers.  The Board of Directors shall be made up of all the team captains.

AB.   





Intentionally left blank.
AC. Top shooter awards shall be the top three (3) averages in each division.  

AD. The player with the most "Table Runs" in the season shall receive an award.  Table runs must be accomplished on the player’s first appearance at the table.  Separate awards for division A&B together and C&D together.

AE. Tournament playoff will place teams by blind draw.

Note: A vertical line on the right side of a Bold rule indicates that it has been amended, from last season, at the August organizational meeting.

RULES OF PLAY

1. Standard 8-BALL rules as published by the Billiard Congress of America, (B.C.A), Official Rule Book for all Pocket and Carom Billiard Games will prevail unless specified herein.

2. 
Semi-slop, call your shot.  When shooting the eight ball you MUST call your pocket.

3. 
If a player scratches while shooting the eight ball or if the eight ball goes in the wrong pocket, he loses the game.
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If the eight ball is the only ball left on the table, it doesn't have to be hit with the cue ball.  Failure to do so however, gives your opponent ball in hand. 

5. Eight ball made on the break wins the game unless a scratch or foul occurs.

6. The pool table remains open after the break, until a ball is pocketed on the next legal shot.  If the shooter makes a ball on the break, he shoots again for choice of solids or stripes.  

(a)  Any ball, except the 8 ball, may be struck first in a combination shot when shooting on an open table.

7. If a player double strikes the cue ball, it will be a foul.

8. If a player touches any ball (the ball does not have to move)  on the table with his body, clothing, chalk, mechanical bridge, cue shaft, coach etc., it will be considered a foul.

9. No jump ball is allowed.  This is a foul unless the player accidentally miscues causing the cue ball to jump above the surface of the table. OBJECT BALLS JUMPED OFF THE TABLE:  If any object ball is jumped off the table, it is a miss and loss of turn, not a foul.  The player's object ball(s) is spotted and any of the opponent's balls leaving the table will be pocketed.

10. The cue stick is not to be used to position or touch the cue ball in any way.  Doing so is a foul.

11.
LEGAL BREAK SHOT:  (Defined)  To execute a legal break, the player (with the whole cue ball behind the headstring) must either;



(1) pocket a numbered ball, or 



(2) drive four (4) numbered balls to the rails.



If he fails to make a legal break it is not a foul, however, the opponent has the option of;



(1) accepting the table in position and shooting, or 



(2) having the balls re-racked and shooting the opening break himself.  It is not necessary to hit the head ball (the ball that is on the foot spot) to initiate a legal break in eight ball.
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12.
SCRATCH ON A LEGAL BREAK:  If a player scratches on a legal break shot, then; 



(1) all balls pocketed remain pocketed, 



(2) it is a foul, with the oncoming player taking cue ball in hand, with the whole cue ball, BEHIND THE HEADSTRING.

13.
LEGAL SHOT:  (Defined) To execute a legal shot, on all shots the player must hit one of his group of balls first and; 



(1) Pocket any numbered ball, or 



(2) Cause any ball (including the cue ball) to contact a rail.  



PLEASE NOTE: It is ok for the player to bank the cue ball off a rail before contacting his object ball. However, after contact with his object ball, any numbered ball must be pocketed or any ball (including the cue ball) must contact a rail. 

  On the break or when the table is open, where the player does not have a group of solids or strips to shoot at, he still must hit a ball then hit a rail or pocket a ball.  

  If you are the opponent, protect yourself.  If you think the shooter is attempting a shot that could result in a bad hit, get someone to watch the shot before he starts shooting.
14. FROZEN BALL TO A RAIL:  A called, by the opposition, frozen ball to a rail and agreed to by the shooter, must contact another rail or a ball must be pocketed for this shot to be a legal shot.  The cue ball or any other numbered ball may contact the dead rail.  Only the object ball must contact another rail.


15. CUE BALL IN HAND RULE:         Make certain you have ball-in-hand before you touch the cue ball by confirming with your opponent.  Player gets cue ball in hand.  This means that the player can place the cue ball anywhere on the table (does not have to be behind the headstring).  The player may position the cue ball on the table by hand (more than once if necessary).  The only time a player is restricted to cue ball in hand behind the headstring is after a scratch on a legal break, see rule 12.

16.
FOULS:  The following infractions result in fouls:


1.
Failure to execute a legal shot as defined by rule 13.


2.
A scratch shot (pocketing cue ball or knocking it off the table).


3.
A scratch shot on a legal break, (see rule 12).


4.
Shooting without at least one foot touching the floor.


5.
Moving or touching any ball by means other than legal play is a foul, (see rules 7, 8 & 10).

6. Shooting a jump shot, (see rule 9).

7. Touching any ball or shooting the cue ball, when any ball is still moving.


17. When a ball in hand



  foul occurs, the player receiving ball in hand MAY ask the player committing the foul to remove the ball from the table, and present the ball in hand.

18. FOUL PENALTY:  The opposing player gets cue ball in hand, see rule 15. 

19. Any team member may act as umpire to call a foul.  Any disagreement is to be settled by the team captains.

20.
BALLS MOVING SPONTANEOUSLY:  If a ball shifts, settles, turns or otherwise moves "by itself," the ball shall remain in the position it assumed and play continues.  A hanging ball that falls into a pocket "by itself" after being motionless for three (3) seconds or longer  shall be replaced as closely as possible to its position before falling into the pocket, and play shall continue.




If an object ball drops into a pocket "by itself" as a player shoots at it, so that the cue ball passes over the spot the ball had been on, unable to hit it, the cue ball and object ball are to be replaced to their positions before the shot and the player must execute the shot again.  Any other object balls disturbed on the shot are also to be replaced to their original positions for the shot to be replayed.

21.
STALEMATED GAME: If a player fouls three (3) consecutive times without making an intervening legal shot, the opposing player has the OPTION of calling a stalemated game.  The balls will then be re-racked and the breaker of the stalemated game will break again.  PLEASE NOTE: The three fouls must occur in one game.  A warning MUST be given between the second and third fouls.  If a player decides to call the game a stalemate, he has to declare it immediately after the THIRD foul.  Failure to do so negates that right and the game must be played out.

22. All team members may give advice on a shot.

23. Play will begin with the home team player paying the table fee and the visitor breaking.  This will then alternate each game.

24. Disputes arising during league play not covered by existing rules will be acted upon by the Board of Directors and the league Officers, and their decision will be final.

25. Any violent action by a league member may result in any action at the discreation of the Board of Directors.

26.
Racking the Balls: The balls are racked in a triangle at the foot of the table, with the 8-ball in the center of the triangle, and the first ball of the rack on the footspot. Then either of two (2) methods can be used;

1: BCA method, a stripe ball in one corner and a solid in the other.

  2: Yooper method, by alternating the outside ring of balls, solids and stripes.

27.
Time limit per shot:  A player will have 2 minutes from the last shooter’s play, then an additional 30 sec. preceded with a warning.  When his time expires, the opposing team captain will call a loss of turn (not a ball in hand) foul.

28.
Any time a shooter throws his cue stick on the pool table, it is a loss of the game.

29. An 8-ball break trophy will be awarded to the shooter with the most 8-ball breaks, for each division. 

30.
Tournaments shall be set-up as a blind draw.
Note: A vertical line on the right side of a Bold rule indicates that is has been amended, from last season, at the August organizational meeting.

APPENDIX "A"

	MONEYSHOOT   RULES

(See Rule S – page 4)

a) The shoot must be witnessed by an officer of the league, who will also pay for and rack the balls for the player.

b) No eight ball break.

c) The break is free, i.e.; If no balls are made on the break, the player may continue play.  If the cue ball jumps off the table or scratches (in a pocket), the player may continue play, from behind the headstring.

d) Semi-slop, call your shot, same as RULES OF PLAY.

e) Sink all 15 balls, in any order, for the complete pot.  Any ball can be hit first in a combination shot, even the 8 ball.

f) Any foul ends the money shoot.

g) Each week the pot is increased by an amount equivalent to $1.00 per team, from the league treasury.

h) After the player is done shooting for the pot, he draws the name of the player for the following week.

i) If a player whose name is drawn, is no longer on a team roster, another player's name will be drawn.

j) Pot balance at the end of the season will transfer to the next season.




Note:  A vertical line on the right side of a Bold rule indicates that is has been amended, from last season, at the August organizational meeting.

APPENDIX "B"

LEAGUE  OFFICERS

	President


	Dan Roberts


	Home 789-0305

e-mail – yooperdad@yahoo.com

	Vice

President
	Dan Ryno
	Home786-3851

	Secretary /

Treasurer


	Bob DeGrand

White Birch
	Home – 428-1718

Work – 789-8317

Fax – 789-8319

e-mail–bdegrand@gladstone.k12.mi.us


APPENDIX "C"
SPONSORS

	Mtg
	SPONSOR
	ADDRESS
	PHONE

	03/05/08
	Breezy Point Bar
	3896 M-35        Ford River Twp
	786-4865

	08/26/08
	Bonamer’s Tavern
	310 Stephenson Avenue
	786-9768

	02/11/09
	Catmando
	13th. & Ludington Street
	786-9757

	04/08/09
	Delft
	907 Ludington St.
	789-2181

	08/18/09
	Eagles Club House
	608 Ludington Street
	786-3451

	
	Ernies Pub
	1322 Ludington Street
	233-9470

	
	Ford River Pub
	Ford River
	786-2700

	
	Granada
	330 S 10th Street
	786-9802

	03/25/04
	Harbor Lite
	1431 Sheridan Rd.
	789-0385

	
	Hereford & Hops
	624 Ludington
	789-1945

	
	Irish Oaks
	6141 Cty 420, 21st Rd Gladstone
	428-2616

	
	Island Casino
	W399 US 2 & 41  Harris
	466-2941

	08/10/04
	Jobber’s
	1523 Sheridan Road
	786-8429

	
	Kon Tiki
	1st Ave. N. Escanaba
	553-7333

	
	Mayrand’s
	300 S. 10th St. Escanaba
	786-2367

	Mar 05
	Mug Shots
	823 N. 1st. Avenue
	789-0120

	
	Remember When
	1531 Sheridan Rd. Escanaba
	789-0118

	08/09/05
	Rusty Rail
	9074 Co. 426 L Road,   Cornell 
	384-0111

	08/15/06
	Stropich
	1530 Sheridan Road
	786-5824

	01/10/07
	Wally’s Bar
	917 Delta Ave.
	428-4005

	02/21/07
	Wheat’s Place
	1629 Sheridan Road
	786-9708


	White Birch Tavern
	4104 Co. 416  20th. Road
	786-5539
	


 APPENDIX "D"

	CHAMPIONSHIP RING SHOOT-OFF

(See rule “U” – page 5)

i. If for any reason, the high shooter in any division cannot participate in the shoot-off for the Championship ring, the second high shooter in the same division will be allowed to shoot in his place.

ii. The shoot-off will be decided at the Spring Tournament Meeting.  The actual meet will be at a time and place, other than any of the four shooters home bars, that is agreed upon by the 4 top shooters and the Secretary, or an officer of the League, who will officiate the event.

iii. Each of the four shooters will draw a card from 4 cards.  The black Ace will rack the first game of the first match and the red ace will break, thence alternate.  The black Jack will rack the first game of the second match and the red Jack will break, thence alternate.  The two winners will play against each other for the final match.

iv. The match will be a race to 3 won games, or 5 won games, as decided on by the 4 shooters.

v. The rules will be - semi-slop, call your shot, same as RULES OF PLAY



AVERAGES

Top row is games played.  Side column is games won.  Cross reference for your current average.

	
	3
	6
	9
	12
	15
	18
	21
	24
	27
	30
	33
	36
	39
	42
	45
	48
	51
	54
	57
	60
	63
	66
	69
	72

	1
	333
	166
	111
	83
	66
	55
	47
	41
	37
	33
	30
	27
	25
	23
	22
	20
	19
	18
	17
	16
	15
	15
	14
	13

	2
	666
	333
	222
	166
	133
	111
	95
	83
	74
	66
	60
	55
	51
	47
	44
	41
	39
	37
	35
	33
	31
	30
	28
	27

	3
	1000
	500
	333
	250
	200
	166
	142
	125
	111
	100
	90
	83
	76
	71
	66
	62
	58
	55
	52
	50
	47
	45
	43
	41

	4
	
	666
	444
	333
	266
	222
	190
	166
	148
	133
	121
	111
	102
	95
	88
	83
	78
	74
	70
	66
	63
	60
	57
	55

	5
	
	833
	555
	416
	333
	277
	238
	208
	185
	166
	151
	138
	128
	119
	111
	104
	98
	92
	87
	83
	79
	75
	72
	69

	6
	
	1000
	666
	500
	400
	333
	285
	250
	222
	200
	181
	166
	153
	142
	133
	125
	117
	111
	105
	100
	95
	90
	86
	83

	7
	
	
	777
	583
	466
	388
	333
	291
	259
	233
	212
	194
	179
	166
	155
	145
	137
	129
	122
	116
	111
	106
	101
	97

	8
	
	
	888
	666
	533
	444
	380
	333
	296
	266
	242
	222
	205
	190
	177
	166
	156
	148
	140
	133
	126
	121
	115
	111

	9
	
	
	1000
	750
	600
	500
	428
	375
	333
	300
	272
	250
	230
	214
	200
	187
	176
	166
	157
	150
	142
	136
	130
	125

	10
	
	
	
	833
	666
	555
	476
	416
	370
	333
	303
	277
	256
	238
	222
	208
	196
	185
	175
	166
	158
	151
	144
	138

	11
	
	
	
	916
	733
	611
	523
	458
	407
	366
	333
	305
	282
	261
	244
	229
	215
	203
	192
	183
	174
	166
	159
	152

	12
	
	
	
	1000
	800
	666
	571
	500
	444
	400
	363
	333
	307
	285
	266
	250
	235
	222
	210
	200
	190
	181
	173
	166

	13
	
	
	
	
	866
	722
	619
	541
	481
	433
	393
	361
	333
	309
	288
	270
	254
	240
	228
	216
	206
	196
	188
	180

	14
	
	
	
	
	933
	777
	666
	583
	518
	466
	424
	388
	358
	333
	311
	291
	274
	259
	245
	233
	222
	212
	202
	194

	15
	
	
	
	
	1000
	833
	714
	625
	555
	500
	454
	416
	384
	357
	333
	312
	294
	277
	263
	250
	238
	227
	217
	208

	16
	
	
	
	
	
	888
	761
	666
	592
	533
	484
	444
	410
	380
	355
	333
	313
	296
	280
	266
	253
	242
	231
	222

	17
	
	
	
	
	
	944
	809
	708
	629
	566
	515
	472
	435
	404
	377
	354
	333
	314
	298
	283
	269
	257
	246
	236

	18
	
	
	
	
	
	1000
	857
	750
	666
	600
	545
	500
	461
	428
	400
	375
	352
	333
	315
	300
	285
	272
	260
	250

	19
	
	
	
	
	
	
	904
	791
	703
	633
	575
	527
	487
	452
	422
	395
	372
	351
	333
	316
	301
	287
	275
	263

	20
	
	
	
	
	
	
	952
	833
	740
	666
	606
	555
	512
	476
	444
	416
	392
	370
	350
	333
	317
	303
	289
	277

	21
	
	
	
	
	
	
	1000
	875
	777
	700
	636
	583
	538
	500
	466
	437
	411
	388
	368
	350
	333
	318
	304
	291

	22
	
	
	
	
	
	
	
	916
	814
	733
	666
	611
	564
	523
	488
	458
	431
	407
	385
	366
	349
	333
	318
	305

	23
	
	
	
	
	
	
	
	958
	851
	766
	696
	638
	589
	547
	511
	479
	450
	425
	403
	383
	365
	348
	333
	319

	24
	
	
	
	
	
	
	
	1000
	888
	800
	727
	666
	615
	571
	533
	500
	470
	444
	421
	400
	380
	363
	347
	333

	25
	
	
	
	
	
	
	
	
	925
	833
	757
	694
	641
	595
	555
	520
	490
	462
	438
	416
	396
	378
	362
	347

	26
	
	
	
	
	
	
	
	
	962
	866
	787
	722
	666
	619
	577
	541
	509
	481
	456
	433
	412
	393
	376
	361

	27
	
	
	
	
	
	
	
	
	1000
	900
	818
	750
	692
	642
	600
	562
	529
	500
	473
	450
	428
	409
	391
	375

	28
	
	
	
	
	
	
	
	
	
	933
	848
	777
	717
	666
	622
	583
	549
	518
	491
	466
	444
	424
	405
	388

	29
	
	
	
	
	
	
	
	
	
	966
	878
	805
	743
	690
	644
	604
	568
	537
	508
	483
	460
	439
	420
	402

	30
	
	
	
	
	
	
	
	
	
	1000
	909
	833
	769
	714
	666
	625
	588
	555
	526
	500
	476
	454
	434
	416

	31
	
	
	
	
	
	
	
	
	
	
	939
	861
	794
	738
	688
	645
	607
	574
	543
	516
	492
	469
	449
	430

	32
	
	
	
	
	
	
	
	
	
	
	969
	888
	820
	761
	711
	666
	627
	592
	561
	533
	507
	484
	463
	444

	33
	
	
	
	
	
	
	
	
	
	
	1000
	916
	846
	785
	733
	687
	647
	611
	578
	550
	523
	500
	478
	458

	34
	
	
	
	
	
	
	
	
	
	
	
	944
	871
	809
	755
	708
	666
	629
	596
	566
	539
	515
	492
	472

	35
	
	
	
	
	
	
	
	
	
	
	
	972
	897
	833
	777
	729
	686
	648
	614
	583
	555
	530
	507
	486

	36
	
	
	
	
	
	
	
	
	
	
	
	1000
	923
	857
	800
	750
	705
	666
	631
	600
	571
	545
	521
	500

	Top row is games played.  Side column is games won.  Cross reference for your current average.

	
	3
	6
	9
	12
	15
	18
	21
	24
	27
	30
	33
	36
	39
	42
	45
	48
	51
	54
	57
	60
	63
	66
	69
	72

	37
	
	
	
	
	
	
	
	
	
	
	
	
	948
	880
	822
	770
	725
	685
	649
	616
	587
	560
	536
	513

	38
	
	
	
	
	
	
	
	
	
	
	
	
	974
	904
	844
	791
	745
	703
	666
	633
	603
	575
	550
	527

	39
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	928
	866
	812
	764
	722
	684
	650
	619
	590
	565
	541

	40
	
	
	
	
	
	
	
	
	
	
	
	
	
	952
	888
	833
	784
	740
	701
	666
	634
	606
	579
	555

	41
	
	
	
	
	
	
	
	
	
	
	
	
	
	976
	911
	854
	803
	759
	719
	683
	650
	621
	594
	569

	42
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	933
	875
	823
	777
	736
	700
	666
	636
	608
	583

	43
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	955
	895
	843
	796
	754
	716
	682
	651
	623
	597

	44
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	977
	916
	862
	814
	771
	733
	698
	666
	637
	611

	45
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	937
	882
	833
	789
	750
	714
	681
	652
	625

	46
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	958
	901
	851
	807
	766
	730
	696
	666
	638

	47
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	979
	921
	870
	824
	783
	746
	712
	681
	652

	48
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	941
	888
	842
	800
	761
	727
	695
	666

	49
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	960
	907
	859
	816
	777
	742
	710
	680

	50
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	980
	925
	877
	833
	793
	757
	724
	694

	51
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	944
	894
	850
	809
	772
	739
	708

	52
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	962
	912
	866
	825
	787
	753
	722

	53
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	981
	929
	883
	841
	803
	768
	736

	54
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	947
	900
	857
	818
	782
	750

	55
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	964
	916
	873
	833
	797
	763

	56
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	982
	933
	888
	848
	811
	777

	57
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	950
	904
	863
	826
	791

	58
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	966
	920
	878
	840
	805

	59
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	983
	936
	893
	855
	819


	60
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	952
	909
	869
	833

	61
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	968
	924
	884
	847

	62
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	984
	939
	898
	861

	63
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	954
	913
	875

	64
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	969
	927
	888

	65
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	984
	942
	902

	66
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	956
	916

	67
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	971
	930

	68
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	985
	944

	69
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000
	958

	70
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	972

	71
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	986

	72
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	1000


Publisher & Editors

*************************************************************

Jim Chouinard & Bob DeGrand

280-2511         -         428-1718

*************************************************************


*************************************************************

HISTORIANS
If you have an Award of any kind or know of any

 missing data, please, contact one of the Historians.

	Jim Chouinard
	Cell

e-mail
	280-2511

jimcsr@charter.net

	Don Shope


	Home

Work

e-mail
	474-6682

233-2381

cudanut@chartermi.net
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